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L.A. SPORTING TIMES 



National games 
under threat. 

Sponsors pull the plug on major 
league basketball and ice hockey. 
RIOT to blame! 



LA Sporting Times, 

USN, Sunday 12th November 2078. 



Danny O'Neill, 
USN, Monday 13th November 2078. 



LAS VEGAS SENTINEL 



BOXING COLLAPSES 
UNDER PRESSURE 

FROM RIOT 



Wizard Longton, 
CNS, Saturday 28th December 2078. 




Graffiti on Tijuana Tyrants 
stadium wall 



STARTING THE GAME 



To play Riot on your PC follow these simple instructions. 




When the Riot disc is inserted, the game will install automatically. Should the autorun not work then follow the instructions below to install the game, 
7. From Windows 95 Start Bar, Select Run. 

2. Type x:\setup, where x is the drive letter of your CD-ROM (eg. d:\setup) 

3. Click on OK. 




1. Change your current drive to be the drive containing the CD ROM. For example, if your CD is drive D, type D: and press Enter. Change directory into DOS ie. type CD 
DOS. Press Enter. 

2. Type INSTALL and press Enter. 

3. Follow the on-screen instructions. 

To run the game after installation. 

1. At the C:\ > prompt, change to your RIOT subdirectory, i.e. type CD GAMES\RIOT 

2. Type RIOT and press Enter to run the game. 
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HOW TO PLAY RIOT 

RIOT is a very simple game to play. Two teams compete against 
each other in a brutal blend of ice hockey, basketball and bare 
knuckle fighting. The first human player is identified by a yellow 
triangle underneath the Riot team member, the second by a blue 
triangle and the third by a purple triangle. Computer controlled 
players are denoted by the fact that they have no controlling 
triangle underneath them. For instance, if you are playing a 
game where there are three human players on one side versus 
the computer, the first human player will control the Riot team 
member denoted by a yellow triangle, the second human player 
will control the Riot team member denoted by a blue triangle etc. 
Each team also has a star player. If you take control of the star 
player, the triangle will change to a star in the same colour. 




The object of Riot is to score more points than your opponent 
within a set time limit. Points are scored by throwing the plasma 
ball into the goal hoop suspended above the middle of the court. 
Ilpwever, beforp either team can score any points they must 
'chanpHhe plasma ball. Each team's charger is centrally located 
in tneir opponent's territory at the opposite end of the court. To 



charge the ball a team must pass the ball and keep possession 
while moving down to their opponent's end of the court. Once a 
team gets around their opponents the player in possession must 
place the ball in the charger. 

Once charged, the ball will glow with the following colours. 

Home team - blue • Away team - green 

It can then be shot towards the goal. If a player happens to score 
with a plasma ball that has been charged by the opposition then 
that will count as an own goal. If a plasma ball has been charged 
and then possession lost, the team that has just gained 
possession must pass the ball down to the opposite end of the 
court and recharge it before a goal can be scored that will add to 
their own points total. The court is split into zones and where a 
player stands (within the 3, 2 or I point zone) when he scores a 
goal will determine the points value awarded. Other than that 
there is only one rule. And that is that there are no rules. No 
fouls either. Punch, kick and charge your way to victory. Or play a 
tactically astute passing game. It's for you to work out which 
approach works best. 
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CONTROLLING YOUR PLAYERS WHEN IN POSSESSION OF THE 

PLASMA BALL 

X Shoot 

1 Charge Plasma Ball/Pass 

S High pass 

C Fight 

CONTROLLING YOUR PLAYERS WHEN DEFENDING I ATTACKING 
X Block goal attempt 

1 Forward Slide 

C Fight 



Cursor Keys Move player 

Return Pause Game 

Esc Display in game options when game is paused 

INSERT Short airhorn 

DELETE Long airhorn 



N.B. These are the default keys. If you wish to change them, go 
into the Options Menu and use the Define Keys option to 
re-configure the keys to your satisfaction. 



IN GAME ONLY 

Fl Next camera angle 

F2 Previous camera angle 

F3 Reflections on/off 

F4 All lighting on/off 

F5 Low detail player models 

F6 Medium detail player models 

F7 High detail player models 

F8 Floor textures 

F9 Floor scoring zone lines 

FIO Stadium on I off 

Using the F keys allows you to tailor the game to the 

specification of your machine. For instance, setting the player 

details on low and turning off the reflections will allow the game 

to run faster when using a lower spec, machine. 
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POWER ■ UPS 

During the course of a game the crowd will throw these onto the. 
Riot court. To activate the power up simply make your player rujl( 
over it. The effect will be immediate and lasts for up to 30 / 
seconds. Similar in appearance to the plasma ball there are; five 
types of power-ups. / 
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Player moves up to 3 times faster than normal. 



POWER PUNCH 

Up to 3 times the normal punching power. 



Player throws the ball faster and harder. This makes an effective 
weapon when the ball is thrown at an opponent. 



Restores player energy to maximum. 




Ultimate accuracy of passing and shooting. 

THE MENUS 

Riot has two game environments, the menus and the matches. 
When in the menu system, use the cursor keys or mouse to 
highlighj^athoption box. Press the Enter key or click the mouse 
^select the option currently highlighted. Press the Esc key to 
backyp one screen anywhere within the menu system. 




A full season of 30 games where you play each team twice in 

home and away fixtures. 

Select this to access the LEAGUE GAME menu. 



TOURNAMENT 

A knock out competition playable over 2, 3 or 4 rounds involving 
up to 16 game players. 
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Use the cursor keys to move the highlighting effect over this 
option. Then use the left and right cursor keys to cycle through 
the players. You may use the INSERT and DELETE keys to change 
the face of the player whose name is currently highlighted. When 
you have found the face you want press Enter. Name the player 
using the cursor keys to highlight letters and by pressing Enter to 
select. When you have entered a name move the highlighting 
effect over END and the name you have chosen will be stored. Do 
this for all six players in your team. 



EDIT YOUR TEAM 

Now that you have names and faces for your custom team you 
need to dictate their skills. Scroll through the player names using 
the cursor keys. When the name of your choice is displayed use 
the cursor keys to move the highlighting effect over the Edit Your 
Team option. This will automatically move the highlighting effect 
into the skills column and you will be able to adjust that player's 
skill level. Use the up and down cursor keys to move the 
highlighting effect over the skill you wish to alter. Choose from - 
STAMINA, SPEED, POWER, ACCURACY. Use the ATTACK (C) and 
PASS (1) keys to scroll the skill level. 
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You will notice at the bottom of the screen that your team has 
been given a TEAM ENERGY bar. Each time you decrease an 
individual player's skill level the overall team energy increases. 
In the same way if you increase an individual players skill level 
the overall team energy runs down. It is important to be tactically 
aware when assigning skills otherwise you may find that your 
team has one very strong player surrounded by weak team 
mates. A balanced team with the right blend of skills is the key 



When playing in League and Championship mode you will find 
that winning games will increase the amount of energy available 
to strengthen your team. 



Once you have compiled a team that you wish to save use the 
Cursor keys to highlight the Save option and press Enter to select 
it. The team you have compiled will then be saved and the file 
will be automatically named after your manager. 



Loads a previously saved team. Use the Cursor keys to highlight 
your chosen team and press Enter to select it. The team you have 
selected will then be loaded. When you return to the PLAYER 
SELECT menu you will see that although the team name remains 
the same your customised players will have replaced the usual 
line up. 

When you have made any necessary changes return to the 
PLAYER SELECT menu, move the highlighting effect over the 
CONTINUE icon and then press Enter. The friendly game will 
then begin. 

AFTER GAME MENU - FRIENDLY 

Following the game a final results table will be shown which 
displays various statistics about the game just played. Press Enter 
to bypass this and the game will return to the Main Menu. 
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SELECT TEAM 




choke. Press Enter to select and your choice will be loaded. 
(See section AFTER GAME MENU - LEAGUE for details on how to 
save a current league season) 

AFTER GAME MENU ■ LEAGUE 
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Following the game a final results table will be shown which 
displays various statistics about the game just played. Press Enter 
to bypass this and the game will take you to a further menu 
where you can make further selections from the choices below. 



Select this to continue with the next league fixture. 




OS outlined in the section titled TEAM SELECTION. Once each 
player has selected a team the knockout fixtures will be 
displayed. Press Enter to continue and this leads to the PLAYER 
SELECT menu, which allows the game player to allocate teams as 
outlined in the section titled PLAYER SELECT menu. Once you 
have edited the team to your satisfaction press Enter to continue 
and play the game. 



AFTER GAME MENU - TOURNAMENT 

Following a game you will be shown a stats table about the game 
just played. Press Enter. This takes you to a further menu which 
shows the next round of fixtures to be played in the tournament. 
Use the cursor keys to move the highlighting effect over the 
Continue icon and press Enter. The menu structure from here is 
identical to that described in the sections titled TEAM SELECTION, 
PLAYER SELECT and TEAM EDITOR MENUS. 



NETWORK MENU 

Up to eight gamers can play network Riot simultaneously. Each 
player wishing to join the game must be running their own 
version of Riot. 

The term HOST refers to the computer that sets up the new game. 
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The term CLIENT refers to all other computers in the network (up 
to 7 other computers). In order to set up a network game follow 
these simple instructions. 

To set the name of your computer, access GAME OPTIONS from 
the MAIN MENU options. Once there select NETWORK NAME and 
type in the new name for your computer. Once the name is set 
up, all players must select NETWORK from the MAIN MENU. 

All active games are displayed down the left side of the screen. 
All active players in the current game are displayed down the 
right. All players will always start in the CHATROOM. To change 
the game you are in, select the ACTIVE GAMES option and use 
the up and down keys to select different games. 

Each player can send a message to all other players in the same 
game by selecting the SEND MESSAGE option, then typing their 
message and pressing Enter. 

To begin a new game, select NEW GAME. You will see the new 
game in the ACTIVE GAMES list. Now all other players can join 
the game by selecting the ACTIVE GAMES option and using the up 




and down keys to highlight the game of their choice. They must 
press Enter or select JOIN GAME to confirm the choice. All 
players that have joined will be highlighted in red on the 
PLAYERS list and they now become CLIENTS. When all players 
who wish to take part have joined the game, the HOST must 
select the START GAME option. 

The HOST then selects the two teams who are to play against 
each other. Then all players must select which team they wish to 
play on. Following this the HOST must select PLAY GAME and the 
game will begin. 

N.B. The network play option only allows you to play a friendly 
game and it is not possible to pause the action during a game. To 
exit from a network game, press Esc. All other players will 
continue playing. 
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IN GAME MENUS 
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/If /ia/f //me in each game there will be a stats table displayed 
showing how each team has progressed during that half. When 
you want to begin the second half simply press Enter. 
You may also press Enter at any time during a game to pause the 
action. Once the game is paused press Esc to bring up the IN 
GAME menu. You can then alter a wide range of in-game settings 
as follows. 



Usejjyrttfrsor keys to move the highlighting effect over this 
^option. Use the left and right cursor keys to scroll through all the 
came\a angles available. 



SUBSTITUTIONS 

Use the cursor keys to move the highlighting effect over this 
option. You will then see a list of the four players currently in the 
game and the two substitutes to the right. 

If you want to make a substitution use the cursor keys to move 
the highlighting effect over SWAP PLAYER and press Enter to 
confirm. Then use the up and down cursor keys to move the 
highlighting effect over the player that you wish to remove from 
the game. Press Enter to confirm your choice. Following this the 
highlighting effect will move over the two substitutes available. 
Use the cursor keys to highlight the player you wish to take to 
the field of play. Press Enter to confirm. 

The substitution will not take place until the next goal is scored. 



AUDIO OPTIONS 

Use the cursor keys to move the highlighting effect over this 
option. Press Enter to confirm. You may then adjust the FX and 
audio volumes. 
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GAME OPTIONS 
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i/se f/ie up and down cursor keys to highlight this option. Then 
use the left and right cursor keys to adjust the master volume 
along a sliding scale. 
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FX VOLUME 

Use the up and down cursor keys to highlight this option. Then 
use the left and right cursor keys to adjust the FX volume along a 
sliding scale. 



Use the up and down cursor keys to highlight this option. Then 
use the left and right cursor keys to adjust the in game music 
along a sliding scale. 



Use the up and down cursor keys to highlight this option. Then 
use the left and right cursor keys to scroll between surround, 
stereo and mono sound, 

STICK TYPE (DOS ONLY) 

Allows you to change your joystick type from 2, 4 or 6 button, 

NETWORK NAME 

Allows you to change your name when playing a new 
network game. 



Return to Options Menu 
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FLOOR TEXTURE 

Use the cursor keys to highlight and press Enter to confirm. 
Toggles floor texture on and off. 



Use the cursor keys to highlight and press Enter to confirm 
Toggles stadium on and off. 



Return to Options Menu. 

DEFINE KEYS 

Allows you to change the control configuration. Highlight the key 
you want to change and press Enter. Then press the key that you 
wish to adopt the control. When you are happy with your 
changes, go to Exit and say YES to SAVE KEYS when prompted. 




SAVED GAMES 




This screen allows you to delete previously saved leagues, 
configurations, teams etc. 



Use the Cursor keys to move the highlighting effect over the 
game you wish to delete. This will now be automatically selected. 
Use the Cursor keys to move the highlighting effect over the 
DELETE option. Press Enter. An on screen prompt will appear 
asking if you are sure this is the file you wish to delete. Select 
YES and the file will be deleted. 
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Return to Options Menu, 



SAVE OPTIONS 

Once you have configured the front end settings such as controls, 
audio settings, camera angles etc. you may save them. Use the 
Cursor keys to move the highlighting effect over the Save 
Options icon and press Enter. Your choices will then be saved and 
automatically titled Riot Configuration. 
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